TRAITS: 


Traits are an optional part of the character creation process. They simply describe an 
aspect of the character's personality or physical description, and permanently affect things 
like Skills, Primary Statistics, and Secondary Statistics. Some traits are not available to 
every race, and some traits are only available to robots or animal races. A character can 
pick two traits, one trait, or no traits at all. A character can never have more than two 
traits unless approved by the GM. 


Fast Metabolism 

Your metabolic rate is twice normal. This means that you are much less resistant to 
radiation and poison, but your body heals faster. You get a 2 point bonus to Healing Rate, 
but your Radiation and Poison Resistance start at 0% (racial modifiers are added later). 
Robots cannot choose this trait. 


Bruiser 

A little slower, but a little bigger. You may not hit as often, but they will feel it when you 
do! Your total action points are lowered, but your Strength is increased. You get a 2 point 
bonus to Strength, but lose 2 Action Points. 


Small Frame 

You are not quite as big as everyone else, but that never slowed you down. You can't carry 
as much, but you are more agile. You get a 1 point bonus to Agility and a bonus 10 to your 
Avoidance Chance, but you lose 1 point of Endurance and your Carry Weight is only 15 lbs 
X Strength. 


One Hander 

One of your hands is very dominant. You excel with single-handed weapons, but two- 
handed weapons cause a problem. You have a 40% penalty to hit with two handed 
weapons, but get a 20% bonus to hit with weapons that only require one hand. Animals 
cannot choose this trait. 


Finesse 

Your attacks show a lot of finesse. You don't do as much damage, but you cause more 
critical hits. All of your attacks lose 50% damage rounded down (eg. 5 damage would 
become 3) but you gain a 15% bonus to Critical Chance. 


Kamikaze 
By not paying attention to any threats, you can act a lot faster in a turn. This makes your 
Avoidance Chance always 0, but you sequence gets a 5 point bonus. 


Heavy Handed 

You swing harder, not better. Your attacks are very brutal, but lack finesse. You rarely 
cause a good critical hit, but you always do more melee damage. You get a 4 point bonus to 
Melee Damage, but your critical chance is dropped by 4 to a minimum of 1. 


Fast Shot 

You don't have time for a targeted attack, because you attack faster than normal people. It 
costs you one less action point to use a weapon. You cannot perform targeted shots, but all 
weapons take one less action point to use. Note that the Fast Shot trait has no effect on 
HtH or Melee attacks. Animals cannot choose this trait. 


Jinxed (Restricted) 
The good thing is that everyone around you has more critical failures in combat. The bad 
thing is: so do you! If you, a member of your party, or a non-player character have a failure 


in combat, there is a greater likelihood the failure will be upgraded (downgraded?) to a 
critical failure. Critical failures are bad: weapons explode, you may hit the wrong target, 
you could lose part of your turn, or any number of bad things. Failures are 50% more likely 
to become critical failures around the character or anyone else in combat. 


Good Natured 

You studied less-combative skills as you were growing up. Your combat skills start at a 
lower level, but First Aid, Doctor, Verbal, and Business Sub-Skills are substantially 
improved. Those skills get a 20% bonus. You get a 10% penalty to starting combat Sub- 
Skills (Small Guns, Big Guns, Energy Weapons, Physical, and Melee Weapons). This is a 
one-time bonus. Animals and robots cannot choose this trait. 


Chem Reliant 
You are more easily addicted to chems. Your chance to be addicted is twice normal, but you 
recover in half the time from their ill effects. Robots cannot choose this trait. 


Chem Resistant 
Chems only affect you half as long as normal, but your chance to be addicted is only 50% 
the normal amount. Robots cannot choose this trait. 


Night Person 

As a night-time person, you are more awake when the sun goes down. Your Intelligence 
and Perception are improved at night but are dulled during the day. You get a 1 point 
penalty to these Statistics during the “daytime”, and a 1 point bonus to these Stats during 
the “nighttime”. What counts as day or night is up to the GM and there is no day or night 
in space. Robots cannot choose this trait. Note that the bonus cannot take IN and PE above 
the character’s racial maximum or below the character’s racial minimum. 


Skilled 

Since you spend more time improving your skills than a normal person, you gain more skill 
points. The tradeoff is that you do not gain as many extra abilities. You will gain a perk at 
one level higher than normal. For example, if you normally gained a perk every 4 levels, 
you would now gain a perk every 5 levels. You will get an additional 5 skill points per new 
experience level, and a one-time bonus of +10% to your Sub-Skills when you begin the 
game. Animals and robots cannot choose this trait. 


Gifted 

You have more innate abilities than most, so you have not spent as much time honing your 
skills. Your statistics are better than the average person, but your skills are lacking. All 
Stats get a 1 point bonus, but all Sub-Skills get a 15% penalty and you receive 5 less Skill 
Points per level. Robots cannot choose this trait. 


Sex Appeal 

This trait increases your chances of having a good reaction with members of the opposite 
sex. Unfortunately, this trait tends to annoy members of your sex. Jealous twits. When 
interacting with members of the opposite sex, you gain a 1 point bonus to Charisma for 
reactions only. When making Interpersonal rolls, you gain a 40% bonus. When interacting 
with members of the same sex, you have a 1 point penalty to Charisma for reactions only 
and have a 40% penalty to Interpersonal rolls. Only humans can choose this trait. 


Glowing One (Restricted) 

Extreme radiation exposure has left you glowing in the dark. Your glow eliminates 
modifiers from light in combat for both you and your enemies. In addition, you gain a +50% 
bonus to Radiation Resistance, but everyone around you takes 10 rads per hour (see 
Radiation under Damage and Death, below). Only Ghouls can choose this trait. 


Tech Wizard 

You spent your formative years hunched over a bench learning all about the way things 
work. The trouble is that you’ve ruined your eyes! You get a +15% bonus to ALL Science, 
Repair/Craft, and Traps Sub-Skills, but you lose 1 Perception. Deathclaws and Dogs cannot 
choose this trait. 


Fear the Reaper (Restricted) 

You have cheated death! You gain perks at a rate of 1 less, but you are now on death’s 
short list. This means that once a month, you must roll against Luck or else have a visit 
from The Reaper. 


Absolute Direction 
You can always tell where north is no matter what happens. You get a plus 30 bonus to 
navigation but are unable to participate in navigation rolls without. 


Bad Natured 

School never interested you. You preferred action. All Sub-Skills in Small Guns, Big Guns, 
Energy Weapons, Physical, and Melee get a 25% bonus but all other Skill Sets cost double 
to progress. Ghouls, mutants and humans only. 


Born Loser 

You are on a mission. Your relatives are having a party - they at last get rid of you, the one 
who can damage even a solid metal ball... Everything bad happens to you - all failures are 
critical ones and you must double your roll on the critical failure table. Everything 
involving you just tends to happen somehow badly - you always take minimum possible 
damage from hits, radiation, poisons etc. Traps may break down instead of harming you, 
mines will be dud... If someone wants to backstab you with a knife he will probably fall and 
cut himself. On the other hand a falling meteor will surely land near you, and when you 
don’t have 100,000 of matches better do not even think of making a bonfire... It involves 
only you e.g. a burst from minigun may hit 3 persons but only you get minimum damage. 
You cannot have the Jinxed trait if you chose this one. 


Combat Frenzy 

You like blood and killing so much that you just can’t stop and no one is safe from you. 
Each time you kill something or someone you must roll for your INT if you fail you go into a 
frenzy - all actions cost you only half (round up) action points but you may not take aim and 
must use burst fire if possible with current weapon and if not the character must draw such 
a weapon (unless there he/she has no such weapon in inventory). After you kill someone 
you may test at your Int -1 to see if your frenzy passed. You may test once more after 
another kill, this time at Int -2 and so on. If none of the rolls succeeds, you fall unconscious 
as soon as your Int reaches 0 (this will never happen if you have Int of 3 or less it will fall to 
1, and this will be your chance to stop attacking everyone). You'll attack enemies first, but 
when they are dead your allies will also become targets. 


Combat Instinct 

You know what your opponent is going to do next. You don’t know how it works - you just 
seem to know. Your Avoidance Chance, Dodge, and Evade are all doubled. You must see 
your enemy for this trait to work. On the other hand you always allow your opponents to 
act first (you always act last in the combat, regardless of sequence). 


Coward 

You don’t think it’s worth dying in a combat. It’s better to run for your life. Whenever your 
Torso Hit Point Boxes fall to 1/3 of maximum you must escape from combat - you may do so 
at double your AP, but you can do nothing except run and you drop anything you were 


carrying in your hands (or even your backpack if it’s particularly heavy). Also in all 
situations that require bravery (e.g. entering a dark cave), you will rather do something 
else. If forced to do something that scares you negative modifiers should be applied. On the 
other hand when somebody chases you into a corner your combat skills, Endurance and 
Melee Damage are doubled (but your AP is normal). Robots cannot take this perk. 


Cursed Holy One 

Due to radiation that twisted your mind and body or maybe some higher power has taken a 
liking to watching you fail you seem to have a blessed curse. You instantly gain Divine 
Favor perk but lose 1 point of intelligence and your critical fail chance is doubled. Robots 
and dogs cannot take this trait. 


Genius 

Learning never was a problem for you, even more - you love it. You can choose two 
additional tag skills at the beginning, but you can’t take this trait unless your INT is at 10 
(or racial maximum) and you get perks every 4 levels and cannot take Tag! perk. Humans, 
ghouls, mutants and Grey Tribe Deathclaws only. 


Hideous Appearance 

You are awful - most normal people can’t look at you without feeling sick but you are also 
much more terrifying in combat. And, oh... Forget having a girl/boyfriend... No one will 
initially react at you better than “neutral” and you have a +10 to your horror factor but 
your enemies have -20% to hit you in close combat due to your appearance. This applies 
only to creatures of a similar species. 


Mathematical Abilities 

You can count faster than others. And you do it with little risk of mistake. It’s easy to say 
for you that there is a group of 176 brahmins standing over there. How have you done this? 
Easily! Just counted their legs and divided by 4. You get a 30 point bonus to Physics/Math 
but due to the distraction from the need to count everything you see you get a -10 point 
bonus to Tracking, Detection, and Public Speaking. Dogs and deathclaws (except Grey 
Tribe) cannot take this perk. 


Merchant 

Bartering is in your blood. You always know what to say to get the best price. Your 
Business Sub-Skills get a 40 point bonus but your Theft and Stealth Sub-Skills are lowered 
by 20% as you don’t consider stealing as a way to claim something - everything can be 
bought... It’s a one-time bonus. 


Radiated! 

Well you were born “a bit radiated”, but you are not a ghoul (however you are still far from 
being beautiful). All of your primary statistics are down by 1. You don’t acquire any more 
radiation and every enemy hit by you in close combat acquires 5 rads. Additionally your 
healing rate is increased by 3. In addition those two things, radiation has somehow affected 
your brain and you learn 50% faster than “prime normals” Your SP/LVL is now 7+(3xIN). 
Humans only (except for Enclave Citizens and Vault dwellers). 


Rambo 

Somehow bullets miss you. Even when you stand in front of a horde of super mutants with 
miniguns they probably won’t hit you. Anyone shooting at you can get a maximum chance 
of 30% to hit with firearms, no matter what. You may also use RPG ammo while using a 
LMG. The bad side of this is that your INT can’t go over 3 (even when using drugs or 
medical IQ enhancing, you cannot take Gain Intelligence perk). Tough luck. Humans, 
ghouls and mutants only. 


Regeneration 

The radiation has somehow affected your healing processes, which proceed much faster 
than they should. You regenerate 1 Hit Point Box Light Wound a turn even if not resting. 
However when your hit points reach zero you are still dead... The bad side of this is that 
your normal ghoul’s radiation resistance is gone. Damage form fire, acid or energy 
weapons cannot be regenerated. Ghouls only. 


Sympathetic 

You just can’t look at other people’s poverty, sick animals etc. You will never refuse an aid 
for help and will always help someone or something that needs attention. Your karma 
grows twice as fast than normal. Dogs and robots cannot take this trait. 


Enclave Defector (Restricted) 

You were a member of the enclave, but for some reason you decided to 

leave. You are hunted by assassins, but still have that familiarity with technology. Since you 
now 

live in the wastelands you don’t get the -10% penalty to your outdoorsman Sub-Skills. 
You’re just on the 

enclaves Hit List. 


Enclave Citizen (Restricted) 

You were born in the Enclave. You must take this trait in order to play an Enclave 
Character. Your outdoorsman Sub-Skill is 10% less; you are prohibited to show anything 
that would somehow reveal the existence of the enclave to “outsiders”. All High Tech 
equipment is familiar to you, so you can operate a computer or a repair a robot with 
minimal science skills. 


